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Animation is an art with unique style and rich presentation. Many enthusiasts and 
researchers are obsessed with it. It is widely used in entertainment, advertising, and 
education, etc. Animation has a very complex production process. So it will take a 
long time to wait for the production of a new animation. How to simplify the 
production process of animation. What we can do to shorten the cycle. Much work 
has been done to solve these two problems.  
In recent years, many researchers are committed to animation reuse and animation 
clips which can solve above problems effectively. However, how do we retrieve 
cartoon characters accurately. Or how to synthesize new cartoon clips smoothly and 
efficiently from cartoon library. Both questions are important for researchers to create 
new cartoons by utilizing existing cartoon materials. The key issue to answer those 
questions is to find a proper representation that can describes the cartoon character 
effectively.  
In this paper, we consider multiple features from different views to represent 
cartoon characters based on the analysis of the traditional image retrieval method and 
some method of cartoon character retrieval. Color, texture and shapes are three visual 
features which can complement each other. In addition, we extract the skeletons of 
cartoon characters to represent its posture. Thus, we have four features to represent 
cartoon characters. Experiments show that our method can retrieve cartoon characters 
accurately and efficiently from cartoon character library. 
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点位立方体，于是 R、G、B的值都在区间 ]1,0[ 中。 
根据上面的模型，每种颜色都可以由三个分量的加权和来表示，即： 
cBbGaRColor ++=                 （2.2-1） 
其中 R、G、B分别表示三种基本颜色， cba ,, 为权值。因此，我们就可以用向量
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